


LEE GAItVIS 








GARGOYLES 
THE VIGIL g 


2NP EDITION Y 
By Lee Garvin (LeeGarv@aol.com) ia 








FOREWORD 


When | first wrote these rules, more than two years ago, it was something of a creative outlet 
for an obsessive fan of a fantastic T.V. Series. The look and feel of Gargoyles, with a few 
modifications, fit perfectly into White Wolfs World of Darkness. The original rules went 
through several revisions before | was satisfied with their playability and quality. Thankfully, | 
had Hank Driskill and John Gavigan’s excellent Highlander: The Gathering supplement as a 
model. 


My friends have all begun to dread whenever | say the word “gargoyles” now, and they 
believe | am something of a nut. It is perhaps a sad fact that | have put more thought into this 
work than | have put into some of my professional projects. Anyone who’s read my stuff will 
likely agree. 


These rules are mostly unchanged from the previous edition, but there are some additions. | 
have attempted to clear up the many questions I’ve received about Legendary Potential, | 
have expanded upon the Monstrosity Endowment, and | have also included character sheets 
of some of the major.characters from the series. 


| hope you enjoy playing this as much as | enjoyed Creating it. 


Finally, | would like to extend my thanks to Disney for convincing us that maturely written 
animation does not only come from across the Pacific, White Wolf for creating an evocative 
world in which to play, Hank and John for showing us what “amateurs” can do, Jessica Fure 
for editing this manuscript, and to Paul Bensel for helping me with various World of Darkness 
politics. 


Thank you, 
Lee Garvin 
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PRELUDE: 





THE WRONG SIDE OF DUSK 


Flavius sat back in his office chair, tapping his index finger on the rim of his glass. The blood 
in the glass had been warmed up in the microwave for 30 seconds, but it just wasn’t the same 
as the fresh stuff. However, a vampire of his responsibilities could hardly budget the time 
these days to do his own hunting. Delegation was the key to expanding one’s success as well 
as retaining one’s deniability. 


“They should have been back by now, Ceasar.” The huge Irish Wolfhound raised its head at 
the sound of its name, then lay it back down on the couch where it sprawled. 


Flavius knew there was no point in talking to the dog; ghouled it might be, but it was still a 
dog. It was therapeutic for him to speak his thoughts aloud occasionally. 


The team that was late in reporting had been sent on a ‘recovery’ mission. Certain 
documents in a safe in the Higen Building could link Flavius to three different insider-trading 
scams, and he didn't feel like bribing the SEC investigators again. 


He was about to reach for his intercom when the Wolfhound leapt to its feet and began 
barking. 


Herbert, his chief aide, burst into the room, with several figures rushing in behind him, most of 
them dripping blood onto the carpet. 


“I’m sorry, sir. They came in like this. | tried to stop them, but the cleaning staff was coming, 
so | thought it would be best just to bring them in here. 


Flavius’ eyes threatened to bulge from his head. “What the hell do you think you’re doing! 
Coming into my public offices looking like the last reel of a horror movie! Do you realize | have 
mortal employees too? You have twenty seconds to explain yourselves, or you’ll be ashes by 
morning.» 


Turloe, the team’s leader, plopped down on the couch where Ceasar had been. His shoulder 
had a nasty wound that travelled from collarbone to hip. “Shut up, Flavius; I’m in no mood for 
your posturing. | took this job because Diane owed you a favor, not out of fear of you. If you’d 
like to turn this into a bloodbath, be my guest. Be warned, however, that | will burn you down 
while you're still wondering how that table leg got into your chest.” Turloe took a breath. “Now, 
if you are prepared to be reasonable, | will tell you what happened.” 


Flavius relaxed for a second and looked at the rest of the team. There had been seven, but 
only five, including Turloe, were here now. They all had their guns out and were ready at a 
moment’s notice to enforce Turloe’s threat. “Talk.” 


“Something hit us. We were at the building, the guards had been taken out, the cameras 
disabled; all set up to look like a standard robbery, like you said. We were going up the side 
when something flew out of the streetlights and nailed Scabs. He fell eight stories to the alley. 
| looked down and whatever it was was tearing him limb from limb. | was about to try to help, 
but that’s when it hit the fan. 


“Tommy Blade started firing his Mac-10 into the air, and Fidget was stabbing at something 
that was wrapped around him like a wet coat. | looked up and saw these two things just 
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hanging on the wall. One of them flashed these knife-sized claws and slashed Tommy's rope. 
The other one was looking right at me, and man was it ugly. Its eyes were glowing white, and 
it started this low, rumbling growl that suddenly exploded into a full-blown scream. |’m 
hanging there getting the thing’s breath full in my face, then the clamps on my harness all 
snap! | fell all the way back to the street. | was only able to get up again because | had 
drained that guard earlier. 


“Then about five of these things just dropped out of the sky and started ripping into us. First 
they swooped out of nowhere and grabbed all the guns from everyone’s hands. Tommy and | 
were the only ones who kept ours. Tommy because he was fast enough, me because | still 
had it holstered. They were on us before we could recover, claws everywhere. Madge bit one 
of them,” Turloe pointed to the short, angry, woman, “and she says they taste like sand.” 


“All of a sudden, we hear sirens. One of the things jumps up and perches on a lamp post and 

says, ‘Come my brothers, lets leave these parasites to the humans.’ And they all jumped and ~~ 
started climbing the building with their claws. They get up maybe thirty feet, then they allturn, 7. 
drop, and open the wings on their backs and glide away. We couldn't keep an eye on them = 7 
‘cause we had to do something about Scabs’ and Fidget’s bodies. We dumped them atanold. % 
tenement nearby and°came right here. 


Flavius straightened up in his chair. “These wings, were they kind of bat-like?” 
Turloe looked at him suspiciously, “Yeah...” 
“Horns, talons, the whole works?” " 4 
“Yeah, what gives, Flavius? You knew about this?” 

“Oh, certainly not. But | do recognize it.” FP: 
Turloe stood, “Then what the hell were they?” 


Flavius leaned back. “I haven’t heard anything about them in almost a thousand years; | had j 
thought they were extinct. But yes, | may have an idea who — or what — hit you; and if its what 
| think it was, you got off easy.” 
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CHAPTER ONE: 
INTRODUCTION 


“One thousand years ago, superstition and the sword ruled...” 
- Goliath 


DISCLAIMER 


These rules are based on the Disney cartoon “Gargoyles” and the White Wolf role-playing 
games Vampire: the Masquerade, Werewolf: the Apocalypse, Mage: the Ascension, Wraith: 
the Oblivion, and Changeling: the Dreaming. These rules are not authorized by Disney or by 
White Wolf, and no connection should be inferred. 


APPEARANCE 


“Please, we’re not monsters. We only want to help you.” 
- Brooklyn 


Gargoyles are monsters. That is the simple truth. They are inhuman, fearsome, and often 
hideous. The concept of a “typical” Gargoyle is completely useless. No two Gargoyles look 
alike, and the variations in size, color, shape, and features are too wide to record. Some, 
those most familiar to Western European legends, appear mammalian, bipedal, and winged, 
with a uniform skin color. At night, they are nearly unstoppable; strong, tough, and able to 
glide in and out of danger; but in the daylight, they are as helpless as newborn babes, unable 
to even perceive if they are in peril. 


Some features seem more common than others: the wings, generally bat-like (although there 
are variations); the stature, upwards of nine feet tall; the limbs, well muscled and lean; the 
horns, the teeth; and finally, the claws, capable of rending even a Werewolf to pieces. 
Chances are, if you’ve seen five Gargoyles, you’ve seen five completely different beings, 
almost as if they were separate species. 


Biology 


Gargoyles are an ancient race that has existed alongside mankind since the beginning of 
time. It is speculated by some that they were children of Lilith, by others that they were the 
product of magical breeding experiments. 


They often refer to themselves as “The First Race,” with humanity being the second, and the 
Faerie, or “Children of Oberon,” as the third. They do not count vampires as a separate race 
at all, merely a disease among men. (Werewolves are believed by most Gargoyles to be 
victims of a curse, just like the legends some humans believe.) 


While usually mammalian in appearance and mating habits, Gargoyles hatch from eggs. 
Female Gargoyles usually lay one egg at a time, in 20 year cycles. The eggs will then harden 
dependent on the care and heat received. The eggs hatch after ten years. Eggs that were not 
hardened properly will most often yield non-sentient Gargoyles. 
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Hatchlings grow and age at a rate roughly half that of humans; thus, a Gargoyle can be thirty 
years old, and still in adolescence. Non-sentient Gargoyles grow at an analogous rate: 
roughly half that of whichever animal they most resemble. The average lifespan of a healthy 
sentient Gargoyle is 140 years. 


The rising of the sun turns Gargoyles into solid stone for the day. At sunset, this 
transformation is reversed, with the outer layer of stone skin being shed as it cracks with 
movement. Avoiding the sun’s rays does not appear to prevent the transformation. 


Some theories suppose that while stone a Gargoyle stores up solar energy in special organs 
that convert it into the phenomenal amounts of energy required to carry itself aloft when 
gliding at night. 


One other feature of Gargoyles is that their eyes glow when they are angered. With a few 
exceptions, males’ eyes glow white, while females’ glow red. No one is certain of either the 
cause nor the significance of this fact. 


THE CLAN 


“Och! Why must you humans name everything? Nothing’s real to you ‘til you’ve named it, 
given it limits. Does the sky need a name? Does the river?” 


- Hudson 


Gargoyle culture is unusual by human standards. Being almost completely community- 
oriented, individual Gargoyles have no names unless they have been in contact with humans 
or others and encouraged to take names. Separate identity, while not a foreign concept, is 
more determined by what one has done than by who your parents were. 


The most important things to any Gargoyle, in order of importance, are the Clan, the Castle, 
and the Rookery. 


The Clan is the extended family of Gargoyles, banded together for security and fellowship. 
Sometimes, a non-Gargoyle will be welcomed into the Clan. This is very rare, and denotes a 
tremendous respect, trust, and friendship. Regardless of their origin or species, all Clan 
members are afforded equal status, and any of them will defend any other of them to the 
death. Sometimes, a Clan member may be guilty of some transgression against the laws of 
another group or society. If the Clan feels the laws violated are honorable, it will desire to see 
the guilty punished. However, they will still defend their companion: Gargoyles must only 
answer to Gargoyle justice, which can be just as compassionate as that of any other 
society’s, or just as brutal. 


The Castle is the Gargoyles’ home, the place they roost in the sunlight, live at night, and 
defend with their lives at all times. The Castle may be an actual castle, a tower, a church, a 
mansion, a mountain, or even an entire city. The only qualifications are that it must be their 
home and that it must be defensible. 


The Rookery is where the Clan’s eggs are stored, protected, and cared for. The entire Clan 
looks after the eggs in turns. After they hatch, the Clan likewise divides the parenting duties 
among the adult members; a Gargoyle may never know which female was her mother, or 
which was male her father. 


The non-sentient members of a Clan are no less members, despite their lack of speech and 
apparent intelligence. They are given duties and affection just as the sentient Clanmembers. 
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HISTORY 


“The Magus who cursed you wrote it all down in the Grimoirum. It made for fascinating 
reading.” - Xanatos 


When Gargoyles first encountered Humanity, they were feared and hated as demons. This 
was not helped by the fact that many Gargoyle clans had set their roosts in the very cliffs and 
hills that war-like humans found so defensible. Eventually, however, they reached something 
of a compromise. The humans would build their castles, monasteries, citadels, and keeps, 
while the Gargoyles were allowed to stay, providing an extra layer of defense at night, and 
intriguing statuary in the day. 


This partnership was a doomed one, however, and Mankind all over the world eventually 
destroyed or drove out all the Gargoyles. 


No one is sure of where, when, or why the betrayals started. Sometimes, it was manipulation 
from behind the scenes that turned humans against the Clans. Humans began hunting 
Gargoyles, guided by undead hands, frustrated at the level of protection the monsters 
afforded the mortals on whom the Kindred wished to prey. The pawns of the vampires led 
nations, armies, and even the church into a pogrom against the Gargoyles. 


The Technocracy, even in those ancient days, had their dupes placed throughout society. 
Some of these, believing themselves to be the true hands behind events, styled themselves 
as the Illuminati, a secret society of mortals and Hedge Wizards. The Illuminati ran afoul of 
several Clans of Gargoyles over the centuries, and also turned their machinations toward 
eradicating this threat to their power base. 


The Garou and other shapechangers often aided the Gargoyles against their foes out of a 
similar sense of honor. This was always a short-lived alliance, because the werewolves’ 
stated goals offended the sensibilities of the Gargoyles. 


Saddest of all was the devastation visited upon them by their own kind. No one knows why 
(though some believe it was the result of foul magic), but at the same time that the Clans 
were facing this besiegement from without, some Gargoyles, a few in each Clan, betrayed 
them from within, exposing them to the hammers of fearful humans in daylight. 


Handfuls were all that survived, many by retreating to the highest mountains, and many 
others by making a timely alliance with the Fey, who allowed some of them refuge in their 
homelands under the hills. 


The last bastion of Gargoyle civilization toppled in 1057 in Scotland, when betrayal on both 
sides played the end of an age. 


Most humans have forgotten these days, and the forces of the Inquisition and the 
Technocracy have done their best to stamp out the beliefs and knowledge of anything that 
could threaten their power structures. The Masquerade of the vampires has also had a part in 
the disbelief of Gargoyles, because some overzealous Kindred, upon discovering mention of 
them, thought they referred to the Tremere creations, and destroyed, altered, or secreted it 
away. 


Now, a thousand years after their heyday, Gargoyles are attempting a comeback. Some after 
an enforced period of hibernation, brought on by Mages or Faerie. A few are coming out of 
hiding after centuries of isolation. And some are just now returning to Earth from the Faerie 
realms after being granted sanctuary there. The world has changed greatly in their absence, 
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and their numbers have been sorely depleted. Now, most Gargoyles seek to reforge the 
partnership they once shared with mankind, without reawakening the ancient fears and 
prejudices that plagued them so long ago. 
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CHAPTER TWO: CHARACTER 
CREATION 


CHARACTER GENERATION CHART 


Step One: Character Concept 
Choose concept. 


Step Two: Select Attributes 

Prioritize the three categories: Physical, Social, Mental (7/5/3) 
Choose Physical Traits: Strength, Stamina, Dexterity E % 
Choose Social Traits: Charisma, Manipulation, Appearance | 
Choose Mental Traits: Perception, Intelligence, Wits 


Step Three: Select Abilities 4 
Prioritize the three categories: Talents, Skills, Knowledges (13/9/5) “fi 
Choose Talents, Skills, Knowledges af 


Step Four: Select Advantages : \ 


Take note of the free Advantages: Claws of Living Rock, Forbidding Glare, Frightening Laugh, 
Howl of Alarm, Swiftness 


Choose Endowments (5), Backgrounds (5) 


Step Five: Finishing Touches 

Record Willpower (begin with 3 dots) 

Record Legendary Potential (begin with 3 dots) 
Spend “Freebie Points” (15) 


Endowments 


Gargomancy: A very rare and bizarre form of hedge magic practiced only by Gargoyles. 


Might of Stone: The power that allows a Gargoyle to perform even greater feats of Strength than their 
own natural might would allow. 


Monstrosity: Features that turn a Gargoyle into even more of a nightmare than usual. 
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Rock Hide: The Gargoyle's ability to call upon that part of themselves that is stone by day, and 
draw an extra layer of defense from it. 


Spouting: The Ability to spew harmful substances over your enemies. 
Backgrounds 
Allies: Your friends, whether they are human, vampire, mage, werewolf, wraith or 
changeling. 
Animal An animal that accompanies you wherever you go. May be a non-sentient 
Companion: Gargoyle. i 
: A 
Clan: Your clan is nearby and you can call on them for help. "ill 
Contacts: Describes the contacts you have among human society. # F “4 
\4 
Castle: Describes your home and sanctuary, be it a castle, a skyscraper or even just a 
secluded cliff-side. 
cs 
Rites: Various rituals that Gargoyles have developed over millennia. # 
‘fi 
Status: Your position and rank within your Clan. ; ) ih 


TRAIT COSTS 


Freebie Points 
Trait Cost 


Attributes. 5 per dot 
Abilities 2 per dot 
Backgrounds | per dot 
Endowment 7 per dot 
Numina 7 for first dot (see Hunters' Hunted) 
Willpower 1 per dot 


Legendary 2 per dot 
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Potential 


Experience Chart 
Trait Cost 


Attribute current rating x 4 


Manipulation current rating x 6 


to4or5 
{ Ability current rating x 2 i 
‘ New Ability 3 


Endowment — current rating x 5 


Willpower current rating er 
A. 
Legendary current rating x 2 7 e 
Potential ae 
' ° hk 
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CHAPTER THREE: TRAITS 


“The magic in this new world is just So... SO...” 
“Cool?” 


“Yeah!” - Lexington and Brooklyn i 


Gargoyles use the same rules systems as most of the other. Storyteller games. The 
differences will be noted here. If a rule is not present, assume it is standard. 


PLAYING NON-SENTIENT 
GARGOYLES 


If you wish to play a non-sentient Gargoyle, get your Storyteller’s approval first. Once you 
have it, create the Character as normal, except that you may not put any additional dots into ~ © 
Intelligence, and you get one extra dot to put into the Physical Attribute of your choice. % 


When choosing Abilities, you have priorities of fifteen and ten (15/10) to distribute among 
Talents and Skills, with none allowed for Knowledges. 


A Beast Gargoyle cannot take the Endowment of Gargomancy nor any Numina. A Beast 
Gargoyle also cannot take the Backgrounds of Rites, Status or Contacts. Finally, a Beast ~ 4 
Gargoyle may not choose Special Maneuvers. 


Beast Gargoyles can be humanoid if you wish, however they will appear closer to monkeys ,: i! 
than men. Communication must be limited to extremely simple pantomime, grunts, growls, at 
whistles, howls, shrieks or any other appropriate animal-like noise, but never anything 
coherent. 


This can be a royal pain, or a unique and challenging role-playing experience. 


ATTRIBUTES 


“Afraid? Why, all of nature trembles at my passing!” - Broadway 
Unless an attribute is listed here, assume that the rules comply with the standard. 


Strength 


Gargoyles are naturally stronger than most creatures, natural or otherwise. All Gargoyles 
begin with at least 2 dots in Strength. A Gargoyle’s Strength can go as high as eight. 


Stamina 


Even while in fleshy form, Gargoyles retain the toughness of their native rocks. All Gargoyles 
begin with at least 2 dots in Stamina. A Gargoyle’s Stamina can go as high as eight. 


Important note: All damage that a Gargoyle takes during the night (provided it doesn’t kill 
them) will be healed during the day while in stone form. Damage they take while stone, 
however, is permanent and may never be healed. 
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The exception to this rule is damage that completely destroys an organ or severs a limb does 
not heal. If an arm is gone, it is gone forever. 


Manipulation 


Gargoyles are very trusting by nature, and make rotten liars. Gargoyles may normally not 
have Manipulation higher than three. 


Appearance 


Even by the kindest human eye, Gargoyles are ugly. Gargoyles may never have an 
Appearance above two, and they can go as low as zero. 


Intelligence 


Gargoyles can take Intelligence just like any other characters. However, if a Gargoyle is 
created with only one dot in Intelligence, then it may be a non-sentient. See the Special Note 
above. 


ABILITIES 


“Come on, you've ridden on of these before.” 


“You rode a horse once; d’you think you could build one out of spare parts?” - Broadway and 
Lexington 


Except for the following, all Gargoyle abilities can be found in the other rulebooks. 


Talents 


Gliding: This is the Gargoyle’s ability to use their wings to catch air currents and glide for 
long distances. Cities are perfect for this kind of gliding, since the winds often whip around the 
buildings and provide plenty of lift. 


- Novice: You sometimes have to catch a ledge to avoid falling 
-* Practiced: You know how to spot a thermal. 

eee Competent: You can go for hours without touching down. 
ie Expert: You can land on a dime. 

i  Y Master: Some would confuse your gliding with actual flight. 


Sculpting: This art form involves the manipulation of shapes and space with a malleable 
medium. Of course, with a hammer and chisel, nearly anything is malleable. This can be used 
to create purely representative works, or even highly abstract modern sculpture. 


i Novice: You can make a very nice ashtray 
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ae Practiced: You know how to get the horse out of the block of marble. 


pa Competent: You could probably have your own showing. 

pets Expert: It is difficult to tell your statues from the real people they represent. 
kek Master: You're Michelangelo. Only with wings. 

Skills 


Combat Gliding: This is the ability to fight while gliding. While gliding, a Gargoyle may only 
roll as many dice for a combat ability as he has dots in this skill. He may still roll the entire 
Attribute used, however. For instance; a Gargoyle with no name has a Dexterity of 3, a Melee 
Weapons of 4, and a Combat Gliding of 2. In aerial fights, he may only roll 5 dice (Dexterity + 
Combat Gliding). If Combat Gliding were higher than Melee Weapons, he would roll Dexterity ~~ 

+ Melee Weapons. ; % 


* Novice: You can swoop. ¥ vy, 
Practiced: You can fire a weapon in flight. ) 
Agha Competent: They'll never know what hit them. af ; | 
eed Expert: You're better than most people are on the ground. | i 
ou Master: You could dogfight a jet fighter. 


Knowledges 


Human Society: Human society is a strange a wondrous thing to Gargoyles, and many find 
themselves drawn to it like a moth to a flame. This knowledge is a basic understanding of 
humans and their ways, and can be invaluable in interpreting their actions. 


# Student: You understand the whole name thing. 


ee College: You know how to tell the difference between a T.V. show and a commercial. 


**** Masters: You can pretend to be human enough to have groceries delivered and cable installed. 


**** Doctorate: With a heavy coat, a hat and really bad lighting, you could pass for human. 


**** Scholar: You understand them better than they do themselves. If it weren't for the wings, you 
could run for office. 


Night Lore: Of course the Gargoyles know that there are supernatural creatures in the world, 
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but how much do they know? They hold a tradition called Night Lore which is the knowledge 
of all those things that dread the day. 


* Student: You have vague hints, but nothing solid. 

hs College: You can see the evidence of other hands in the world. 

e=* Masters: You can tell a Garou from a Gangrel. 

a Doctorate: If you were human, you'd be a threat to the Masquerade. 
ilies Scholar: Mages come to you for advice. 


Rituals: The Clan life is full of ritual and ceremony. Although these are nowhere near as 
complex as human rituals, they do seem to be more powerful than some. 


4 Student: You are an unskilled hatchling. 

a College: You can lead a small rite. 

a Masters: You can take part in another Clan's rites without screwing up. 
ate Doctorate: You could probably blend in at a Garou moot. 

eet Scholar: You know just about all there is to know. 


Technology: Gargoyles normally have no need for the contrivances of man, but occasionally 
one of them is intrigued enough to learn about it. And when they learn, they learn big! A 
Gargoyle with this Knowledge is able to make astounding leaps of intuition regarding 
mechanical and electronic devices. 


Student: You can fix a toaster. 

aa College: You can fix a VCR. 

75 Masters: You can improve the performance of a lap-top computer. 

+r Doctorate: You can build a motorcycle from spare parts after only riding one once. 
i * Scholar: You could be the Gargoyle equivalent to Thomas Edison. 


FREE ADVANTAGES 


“You're all right!” 
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“Sleep revitalizes us.” - Elisa and Goliath 


All Gargoyles begin the game with these abilities. 
Claws of Living Rock 


Gargoyle claws, talons, teeth, beaks, and horns are all infused with the Gargoyle’s inherent 
magical life-force; therefore they do Aggravated damage. 


Forbidding Glare 


A Gargoyle can cause someone to flee from the area by glaring at them with their glowing 
eyes and rolling their Charisma + Intimidation against the target's Willpower. With three or 
more successes, the victim will not even know why he ran. 


This power cannot be used on Gargoyles. 
Frightening Laugh 


This laugh can cause even the bravest of foes to freeze in their tracks in terror. The Gargoyle 
must let out an eerie, hearty laugh and roll Charisma and Performance against the target's ~~ 
Willpower. The victim-will remain immobile for a number of turns equal to the number of $ 
successes rolled. / 


Gargoyles are immune to this power. 


Healing Sleep a 

While stone during the day, Gargoyles heal all damage done to them, unless that damage 4 
destroys an organ or severs a limb. Note that Gargoyles do not have the ability to heal while my 
awake, and therefore, all damage is “aggravated” to them. d i! 


Any damage done while a Gargoyle is in stone form is permanent, and may never be healed. 
Howl of Alarm i 


This is a hideous, deafening roar that can be heard for several miles. It can be used as a 
signal, as a warning, or even as a greeting. 


Swiftness 


Gargoyles are naturally fast, and therefore can spend a Willpower point to take two actions a 
turn during an entire scene. 


Gargoyles never go faster than two actions a turn without the aid of Magic. 


ENDOWMENTS 


“Hhrrrooaaarrgh!” - Goliath 
These are traits all Gargoyles may have, but must train in order to use properly. ee 


Gargomancy 


This most rarest of Endowments is the special magic of Gargoyles. So rare is it, in fact, that 
not all Clans even have a Gargomancer, and none have more than one, possibly with an 
apprentice. This art has to do entirely with affecting Gargoyles, and can only be performed by 
them. 
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At each level of Gargomancy, the character gains access to different effects. 


* Scenting: The character can track by scent anyone he knows very well, and can smell the 
differences in types of stone and can detect other Gargoyles. 


* Blending: By standing still, the Gargoyle takes on the appearance of stone and will be 
mistaken for a statue. Four successes on a Perception + Alertness roll with a difficulty of 6 are 
necessary to realize that the Gargoyle is not a statue. 


** Sealing: The character can seal any two pieces of stone together, so that they effectively 
become one piece. This is a very effective second layer of defense for a Rookery. This ability 
cannot be used to repair broken Gargoyles. 


** Revealing the Flow: The character can see and follow the flow of Quintessence, Gnosis, or 

even Quickening (if Immortals rules are used). On a Perception + Gargomancy roll with a 
difficulty of 6, three or more successes will also tell the character what kind of energy itis © 
(including Sphere). (a 


** Borrowing Might: With this effect, the Gargomancer leeches dots of one Physical Attribute ~~ 
from one character, and bestows it upon himself temporarily. The character must spend a b % 
Willpower and roll Gargomancy with a difficulty of 6: Each success transfers one dot. The y 
Gargomancer must take all of the dots accounted for. If this would drop the donor to zero or 
less, then the Gargomancer only gets as many points as the donor had, and the donor 
passes out. If the donor is willing, no extra roll is needed. However, if the donor is unwilling, 
she may make. a Willpower roll. Each success eliminates one success from the Gargomancer. 
These effects last for one scene. 


*** Lending Might: This effect is the opposite of Borrowing Might. The Gargomancer spends a A " 
Willpower point and rolls Gargomancy. The Result is the number of points in one Attribute that \ 1h 
are temporarily lent to another character. Again, if the total brings the Gargomancer to zero, Ba 
he passes out. This also lasts the entire scene. \ 





**** Revisionism: This is a very unusual effect. The Gargomancer may carve a feature for a 
Gargoyle (including himself) out of stone and attach it to the Gargoyle’s body. The Gargoyle 
then holds the feature on himself and waits for sunrise. At the next sunset, the feature 
becomes a part of the Gargoyle until sunrise, when it returns to its natural stone and falls off. 
The feature may be a weapon, a limb, an extra tail, armor, or anything that would appear to 
be a part of the monster’s body. In order to achieve this, the Gargomancer must first have 
available a carving of the desired feature that was created with at least 5 successes. Then he 
spends one point of Legendary Potential, and rolls Intelligence + Gargomancy with a difficulty 
of the target’s Stamina. As with Sealing, this cannot be used to repair broken Gargoyles. 


**** Sculpting Life: The Gargomancer may imbue statues with temporary life by spending one 
Legendary Potential and one Willpower, and rolling Intelligence + Gargomancy with a target 
of 7. These statues, which may be prepared ahead of time, can be of small animals, people, 
creatures, or even titanic monsters. These creatures will only retain life for one night and one 
day, until the following sunset. The attributes for the creatures are assigned by the 
Gargomancer, with the numbers determined by the number of successes. The statue will 
have one Talent, one Skill, and one Knowledge, that the Gargomancer has, all at the same 
levels as the Gargomancer. Otherwise, they have no Abilities except for those bought with 
Freebie Points. These creations have a Willpower equal to the number of successes rolled to ' 
create them, and will only do their creator’s bidding if they lose a contested Willpower roll. 
Keep in mind, that while the creation will still be alive during the day, it’s master will most likely 
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be stone. 


Successes Priorities 


1 (3/1/0) 2 Freebie pts. 
os (4/2/1) 3 Freebie pts. 
3 (5/3/1) 5 Freebie pts. 
+ (6/4/2) 7 Freebie pts. 
5 (7/5/3) 10 Freebie pts. ‘ 
uF 
6 (9/6/4) 15 Freebie pts. 4 * 
7 (10/7/5) 17 Freebie pts. y 
i" 
8 (12/8/6) 20 Freebie pts. 
***** Transfer of Respite: This allows the Gargomancer to spend a Legendary Potential and 4 
roll Manipulation + Gargomancy with a difficulty of his target’s Willpower to transfer his stone vi 
nature onto another, non-Gargoyle being. The target will be stone during the day, while the il 
Gargomancer will be able to move about in daylight. This effect lasts for one night. While 1% 
stone, the target stores up energy just as a Gargoyle does, and gains a temporary + 1 to both ! 
his Strength and his Dexterity for the next night. The effect can be resisted if the character h 
wishes, by rolling a Willpower test at 6 and getting more successes than the Gargomancer. If . 





the target is willing, the effect need not be resisted. This effect cannot be used two days ina 
row. 


***** Gift of Stone: This is, indeed, an awesome and fearsome ability for a Gargomancer. By 
spending a Willpower and a permanent point of Legendary Potential, then rolling Intelligence 
+ Gargomancy against the target’s Willpower, the Gargoyle wizard can turn one being into 
stone forever, provided he touches the target. This fate can only be reversed by a Mage with 
Life 4 and Matter 4, or some similar level of power. 


Might of Stone 


This Trait can be used by Gargoyles when they need a burst of Strength greater than that 
which they would normally be capable of. 


System: To activate, the character must roll a test of her Might of Stone trait, with a difficulty of 
6. For each success, add one to the Gargoyle’s effective Strength for the remainder of the 
Scene. A Gargoyle can only store enough energy for 1 hour’s exertion in this manner. After 
that, he must spend a day as stone before he can do it again. 
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Monstrosity 


Gargoyles have many traits that make them monsters in the eyes of humans, but some are 
more monstrous than others. These traits are what gain Gargoyles access to the nightmares 
of their enemies. 


This Endowment has different aspects, and may be taken multiple times. In order to have the 
effect of more than one Monstrosity, this is necessary. One of the aspects may be improved, 
but in order gain a new one, it bust be purchased from the first level. 


For example, a character may wish to have the Monstrosities: Fleshless Horror, Two Heads, 
Flaming Head, and Faceless (one of the heads is Faceless, the other is flaming). He would 
need: Monstrosity-Flesh ***** Monstrosity-Head ***** Monstrosity-Head **** Monstrosity-Head 


** 


As you can see, This would take 16 dots. This Gargoyle has his work cut out for him. 
No Gargoyle with any dots in Monstrosity may have an Appearance over zero. 
Extra Pair of Limbs: 


* You have an extra pair of limbs. These limbs have an effective Strength equal to your Strength - 
4. You have one additional attack at a +3 difficulty. 


** Same as above, but the Strength is - 3. 


*** Strength is - 2, and sextapedal Movement rate bases are now: Walk: 10, Jog: 15 + Dex, Run: 23 
+ Dex Be 


**** Strength is - 1, and sextapedal Movement rate bases are now: Walk: 10, Jog: 15 + Dex, Run: 23 
+ Dexia 


**** Strength is equal to normal Strength, and sextapedal Movement rate bases are now: Walk: 11, 
4 Jog: 16 + Dex, Run: 24 + Dex x 3 


Flesh 


* Acid Pores: You have specialized glads in your skin that produce a powerful acid. By spending a 
Legendary Potential point, you can cause this acid to burn an object you touch. The 
damage caused is 3 dice for each turn the object is touched, and it will continue to 
take this damage for an equal number of turns afterwards, unless cleaned off with 
water. 

By concentrating, the Gargoyle can keep his secretions shut off for a number of turns 
equal to his Willpower. Once the concentration is off, however, the acid starts 
brewing again, albeit very slowly. Any clothes or weapons the character wishes to use 
on a regular basis should be dedicated to him to protect them. Without this protection, 
all but the thickest clothing will be eaten away over the course of one night. 


** Stone Skin: This Endowment allows the Gargoyle to grow a layer of stone skin just like the one 
he is covered with at night. The difference is that this rock is broken at the joints, 
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*** Stench of 
Death: 


**** Horrible 
Stain: 


allowing nearly full range of movement, while providing extra armor for a short time. 
To activate, the Gargoyle must spend a Legendary Potential and roll his Willpower 
against a difficulty of 6. The number of successes is the number of Armor Points the 
skin will provide. This effect lasts a number of turns equal to the character's 
Willpower. 

In addition, this skin can be used as camouflage, just as the Gargomancy ability, 
Blending. However, this is subject to the Willpower Time limit as well. 


Your flesh appears rotted and putrid, and periodically falls off in chunks, revealing the 
bones below. Gain + 3 to all Intimidation attempts. 

Also, you can touch someone (attack roll may be required) and give her a form of 
fungal infection that takes effect within minutes. For the next several days (equal to 
the net successes of the attack) she will be at - 1 to all Physical and Social Attributes. 


Your body takes on a horrible, oozing -- yet painless -- wound for each wound you 
inflict. That wound is linked to the opponent whose real wound it matches. While in 
view of the opponent, you can dig in the wound, poke it, prod it -- or anything you 
feel like doing. On a failed Willpower test, your opponent feels each movement. 
While this causes no actual damage, they will think it is, and gain a psychological 
wound level for each success when the Gargoyle rolls Manipulation + Monstrosity- 
Flesh for a difficulty of 6. 


**** Fleshless You have no apparent flesh; your body appears to be the skeleton of a beast that never 


Horror: 


Head 


* Headless: 


** Flaming 
Head: 


ok ok Two 
Faces: 


**** Raceless 


lived. In actuality, your organs are extremely compact and are located inside your 
bones. These bones are hollow and contain your body rather than supporting it. Your 
wings appear to be empty bones, but there is a very thin, transparent layer of skin on 
them that shrivels up into the joints when not in use. Your exo-skeleton provides you 
with a permanent armor value of 4. 


You have no actual head, and your eyes, nose, ears, and mouth are all located on your 
torso. The character is immune to any attacks that target the head. 


While stone, you appear much like a demon with a blazing head. When flesh, it is much 
the same. Your head is constantly burning without being consumed. Fire based attacks 
do no damage to your head, and you can set objects on fire by touching them with your 
head. Gain 2 dice to Intimidation attempts. 


You have two faces, one on either side of your head. You have two attempts to see 
anything, and all other advantages of having two pairs of eyes. Your noses are too close 
to each other to be effective separately. 


You have absolutely no features: eyes, nose, mouth, and ears are all gone. Your voice 
seems to emanate from nowhere, and you eat by forcing food into your head where 
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your face would be. Gain 2 dice to Intimidation rolls. A faceless Gargoyle is immune to 
Dominate, and other mind-control attacks that require eye contact; as well as gas 
attacks and sonic attacks targeting the ears. 


ee THQ You have a second head, and can operate it independently of the other. This allows you 

Heads: to look in two directions at once, and gives you two attempts at seeing, hearing, or 
smelling anything when the Storyteller calls for it. You also gain an extra bite attack. 
Note that the Fangs and Beak Merits will only apply to one mouth, so it must be taken 
again if you wish both mouths to have it. Also, Horns will only apply to one head 
unless taken twice. 


Rock Hide 


This is the residual toughness present when someone spends half their life as stone. This 
allows a Gargoyle to shrug off some injuries that would normally get through his natural 
defenses. 


System: to activate, the character must roll their Rock Hide trait with a difficulty of 6. Each 
Success acts an extra dot of Stamina for the purposes of soaking physical damage only (ie: it 
would do nothing against drugs). This lasts for the duration of the scene. A Gargoyle can only 
store enough energy for 1 hour’s exertion in this manner. After that, she must spend a day as 
stone before she can do it again. 


Spouting 


The stone-carvers who first turned their hideous decorations into defensive weapons based 
the idea on the stories of battles fought against the Gargoyles. Some of them have a 
predilection towards violent regurgitation on the battlefield. This sputum was never actual 
food, however. Their enemies would soon find themselves bathed in boiling oil, molten lead, 
or other similar substances. 


When a Gargoyle Spouts, he must spend a point of Legendary Potential, and roll Dexterity to 
attack. The difficulty for the attack is 7. 


The Gargoyle must ingest the proper substance (water, oil, lead, or rock) a full hour before 
using it. If he does not use it before the sun rises, then it is metabolized while he is stone, and 
he awakes the next night with a bad case of gas. 


. Boiling Water - Damage 3 

** Boiling Oil - Damage 5 

*** Blazing Oil - Damage 7 plus fire 
*k** Molten Lead - Damage 10 


**** Magma - Damage 10 plus fire 
* 


ins Singed.deviantart.com 
i 














Numina 


Gargoyles have access to the same Numina as humans, and may spend Freebie Points on 
them. See The Hunters’ Hunted or the Year of the Hunter supplements for details. 


Note that if a Gargoyle does not begin the game with Numina, he may not buy it later. 


BACKGROUNDS 


“A Gargoyle can no more stop protecting the Castle, than breathing the air.” - Hudson 


Except as noted, the Backgrounds listed are the same as those in the other Storyteller 
games. 


Clan 


This represents other Gargoyles who call you “friend.” They can be called upon in times of 
need, and they will fight for you to the death. They will also help in any way they are capable. | ~ 4 
Of course, being a member of the Clan, you are expected to hold no less a measure of loyalty -. 
and may be called on from time to time to help them. Nl 


A Clan may include non-Gargoyles if the person in question has proven themselves to be a 

true and loyal friend. Non-Gargoyle characters can take this background and therefore be an | ~ 

“honorary” Gargoyle, with all the duties and privileges this entails. 4 
ty 


* Your Clan consists of one other Gargoyle. A 


** There are up to three other Gargoyles in your clan. 


*** There are up to seven Gargoyles in your Clan. 
**** Your Clan consists of up to fifteen Gargoyles. 


**** You're not sure you've even spoken to everyone in your Clan, there are so many. 
* 


Castle 


A Gargoyle’s home is his, well.... A Gargoyle may think of an entire city as the castle he 
protects, but this is the place he actually sleeps during the day, and sometimes a valuable 


resource to draw upon. 
* An abandoned building. No one ever comes here, so you're hidden, but there is no electricity, no 


water, no gas, no larder, not even a stockpile of supplies. 


** A cavern system some distance from civilization. There is plenty of room, geothermal heat for 


eggs, and a fresh water supply. 


*** A small place, hidden, but in the midst of much activity, so that you have access to many varied 





wabeleeSigech,deviantart.com 
a 





resources. May be hooked up to electricity, but no deliveries will be made to you, since no one is 
supposed to live there. 


*** A castle, mansion, church or skyscraper with a splendid view of the city. A very modern home, 
* you are hooked up to cable, the internet, and anything a human could expect. 


*** You literally live like a king. Every luxury is available, the defenses are solid and near 
** impenetrable, and there is room for several full-sized clans. 


Rites 

These are the rituals of Gargoyle life. Some are social, most are defensive. All Gargoyles are 
taught how to participate in the rites, some are taught to perform them. 

For each dot in this background, the character may take one Rite. They may only take rites 
that are of an equal or lower level than their Rituals Knowledge. 

To use a Rite, the character must roll his Charisma +,-Performance. The difficulty number will 
vary dependent on the Rite, but is most often 6. 
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* Rite of Dedication: This is similar to the Werewolf rite of the same name, except that items 
dedicated in this manner change to stone with the Gargoyle during the day, as long as they are 
holding them when the sun comes up. 


Calling the Clan: This rite is a silent call that alerts all members of the Clan to report to the 
Castle or another location for a meeting. 


Welcoming the Egg: This rite is performed when a new egg has been laid and the clan 
acknowledges the unborn as one of their own. After this ritual, all clan members will instinctively 
know if the egg is in distress simply by being near it. 


** — Rite of Recognition: This rite is the official initiation of a full grown Gargoyle or someone else 
who has been accepted into the Clan. From this point on, all rites and effects that mention clan 
members in their description will include the newcomer in their effects. 


Concealing the Roost: This is usually performed by a Gargoyle who finds himself too far away 
from home with sunrise approaching. Once finished, the place the character is perched will be 
pointedly ignored by all casual glances, and anyone specifically searching for the Gargoyle must 
roll Perception + Investigation with a difficulty of 8 in order to spot him. 


Marking the Vandal: This rite is performed when the Clan suspects they may be in danger 
during the day. Performed on the entire Clan just before daybreak, it watches over them in the 
daylight. If anyone or anything damages or otherwise harms any of the Clan, the rest will know 
them on sight. This rite will only function on the day after it is performed. 


*** Sealing the Rookery: By performing this rite on the Clan’s Rookery, which must have a closable 
door, the Gargoyles make it impassable to all but members of the Clan. The seal may be broken 
by Magic of Forces 3 or better. This lasts for one month. 


Hunting the Vandal: This allows the entire clan to track the vandal marked in the earlier rite. 
Lasting for one night, it guides the Gargoyles in the direction of the foe by the most direct route. 
If the vandal is not found that night, or was too far away to reach, then the rite can be performed 
again, but the difficulty goes up by one each time it is performed. The beginning difficulty is 6. 


Rite of Rending: This dreaded rite is reserved only for the most heinous of Gargoyle crimes, and 
is only done when killing the offender is out of the question for some reason. By performing this 
rite, the Clan expels and excommunicates a former member. All members of the clan will know 
on sight that this Gargoyle (or other) is an outcast, and unwelcome. Even future generations of the 
Clan and new inductees will recognize the exile, despite having joined the Clan years after the 
rite. 


**** The Hero’s Rest: This is a preparation for great deeds or horrible battle. By performing this rite 
on another Gargoyle, and spending | Willpower, you send them into their stone sleep, not even to 
awaken at night. The Gargoyle sleeps this way for a number of nights equal to the number of 
successes rolled at a difficulty of 7. On the night he revives, the Gargoyle is completely refreshed 
and has an additional dot of Dexterity for each night at rest, and an additional dot of Strength for 
each two nights, rounded down. This bonus lasts for the entire night, and is gone the next night. 
The Gargoyle may not sleep longer than the time allowed by the roll, but he may awake earlier, 


ish Singed.deviantart.com 














provided he states this intention before turning to stone. 


Shielding the Sun: By spending a Willpower and performing this rite, a Gargoyle may avoid or 
postpone turning into stone during the day. The only restriction is that he must remain completely 
out of the sunlight. If the slightest beam hits the smallest part of the Gargoyle, he is stone until 
nightfall. 


**** The Sleepless Day: By spending two Willpower and performing this rite, the character has the 
* ability to function in the day as a human would. This rite cannot be used on consecutive days. 


Status 


Gargoyles don’t have as Stratified a society as many other creatures; they simply have a Clan 
Leader, a second in command, and advisors. Everyone else is treated equally. However, 
sometimes a Gargoyle stands out a bit through heroism or something similar. 


* You have distinguished yourself on a few missions or in battle, and are being watched by some : % 


influential clanmembers. 


** All the Clan respects you for one of your abilities. You are the best, or possibly the only one for 
the job when it involves your expertise. This sometimes gets you out of an unpleasant task 


elsewhere, but you are constantly asked to exercise your gift. ' 4 
*** “You are looked up to by most of your Clan, and the Clan Leader respects your opinions. Youmay = if 
have even been appointed to a station, possibly second in command. 1. b 


**-* Your Leader trusts you implicitly, and may grant you the station of chief advisor. ; 


**** You are probably the Clan Leader, and have much respect in the eyes of your roost-mates. 
* 


WILLPOWER 


“Ah, but | know something you don't, something that comes only with age; | know how to 
wait.” - Hudson 


All Gargoyles begin the game with three dots of Willpower. This can be increased by 
spending Freebie Points. Willpower is used just like in all the other Storyteller games. 


LEGENDARY POTENTIAL 


“We are defenders of the night; we are Gargoyles.” - Goliath 





While tales and legend are a large part of many people’s lives, Gargoyles’ lives are a part of 
legend. Most of them have no care for this, while a few actually hold a secret pride over this 
status. Legendary Potential is that part of a Gargoyle which spawns epics. When something 
happens to a Gargoyle, this Potential makes it more dramatic than it would be for nearly any 





ish Singed.deviantart.com 
a 





other beings. Other creatures and people may have legends and tales told of them, but this is 
the result of them setting out to do something momentous. For a Gargoyle, life is never 
prosaic; the simplest task will shortly take on epic proportions. This is very likely an effect of 
their status as “hold-outs” from the Mythic Age. Gargoyles have a tendency to be in the right 
place at the wrong time, so they become legends without intention. Given their strong 
morality, they very rarely just let something be, and they never heard the advice, “don’t get 
involved.” 


The Legendary Potential of a Gargoyle is what allows him to perform feats beyond the ken of 
mortals. Being part of the collective psyche, legend can affect reality in the same way Mages 
can sometimes. When the imagination of hundreds of thousands of mortals are turned to the 
same thing, it can cause reality to change in some small way. 


Gargoyles are the storehouse for much of this energy. They can use it to perform the deeds 
which become a part of legend. 


Legendary Potential is spent in order to power the various Endowments, Rites, or Numina a 
Gargoyle may have. See the individual description for details. If the description is from 
another game and mentions Blood, Gnosis, or Quintessence, Legendary Potential can be 
substituted for it. 


All Gargoyles begin the game with three dots in Legendary Potential. This can be increased 
by Freebie Points. 


Legendary Potential can be regained through legendary deeds. If a Gargoyle does something 
that is beyond the abilities of mortals, or if he performs an action of considerable valor or 
heroism, he can attempt to regain Legendary Potential. There must be at least one witness to 
the deed, and the character can then roll her permanent Legendary Potential with a difficulty 
of her current Legendary Potential. If the character has at least one success, then she gains 
one point of Legendary Potential back. A Gargoyle can never gain back more Legendary 
Potential than her permanent score. 
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CHAPTER FOUR: MERITS 
AND FLAWS 


“But how do you tell each other apart?” 
“We look different.” 
“But what do you call each other?” 


“Friend.” - Tom, Lexington, and Brooklyn 


Most of these Merits and Flaws are found in the various Player’s Guides for the Storyteller 
Games. This is simply a list of those existing Merits and Flaws most appropriate, and some 
new ones specific to Gargoyles. 


Note that non-sentient Gargoyles will have a harder time of things than others, and may 
therefore take more than the usual limit of seven points in flaws: 


Psychological 
“No. If they think we're monsters, perhaps we should live up to the name.” - Lexington 


Berserker: (2 pt Merit) You have the ability to place yourself.in a state of Outrage at will, thus 
ignoring Wound penalties. All other rules regarding Outrage still apply, and the character still 
has the normal chance to go into Outrage involuntarily. 


Clan Mentality: (1 pt Flaw) The Clan is, naturally, important to you, but you sometimes carry 
this to extremes. You will always unquestioningly follow the orders of your Clan’s leader. If 
outside Gargoyle society, you adopt your new friends as your Clan, and will follow the 
directives of whomever seems to be in charge. You will constantly think of the Clan’s good 
before your own. The Clan leader’s opinion is very important to you, and you will come to him 
with any problems you are having. 


Compulsion: (1 pt Flaw) 
Dark Secret: (1 pt Flaw) 

Driving Goal: (3 pt Flaw) 
Hatred: (3 pt Flaw) 


Hidebound: (2 pt Flaw) You are extremely set in your ways, and most likely older than your 
compatriots. Gargoyles defend, so that is what you do. It takes nothing short of an emergency 
or a direct order from the Clan leader to get you to leave your castle unguarded. Add 1 to the 
target numbers of any actions which “go against the grain.” 


Intolerance: (1 pt Flaw) 

Low Self-Image: (2 pt Flaw) 

Nightmares: (1 pt Flaw) 

Phobia: (1 to 3 pt Flaw) 

Over-Confident: (1 pt Flaw) 

Short Fuse: (2 pt Flaw) The difficulty to resist all Outrages is two greater. 
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ie. 


Shy: (1 pt Flaw) 
Soft-Hearted: (1 pt Flaw) 
Speech Impediment: (1 pt Flaw) 


Territorial: (3 pt Flaw) 
Vengeance: (2 pt Flaw) 


Mental 

“No, it wasn’t a dragon, | think it was... some kind of machine.” - Lexington 
Absent-Minded: (3 pt Flaw) 

Amnesia: (2 pt Flaw) 

Calm Heart: (3 pt Merit) The difficulty to resist Outrage is always two less. 
Common Sense: (1 pt Merit) 

Concentration: (1 pt-Merit) 

Confused: (2 pt Flaw) 

Eidetic Memory: (2 pt Merit) 

lron Will: (5 pt Merit) 

Lightning Calculator: (1 pt Merit) 

Self-Confident: (5 pt Merit) 

Time Sense: (1 pt Merit) 

Weak Willed: (2 pt Flaw) 


Awareness 

“Oo. Not good. Not good.” - Brooklyn 
Bad Sight: (2 pt Flaw) 

Blind: (6 pt Flaw) 

Color Blindness: (1 pt Flaw) 

Deaf: (4 pt Flaw) 

Hard of Hearing: (1 pt Flaw) 


Infra-Red Vision: (3 pt Merit) You were born with the ability to see in the infra-red spectrum 


when your eyes glow. 
One Eye: (3 pt Flaw) 


Aptitudes 
Ambidextrous: (1 pt Merit) 
Computer Aptitude: (1 pt Merit) 
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Crack Driver: (1 pt Merit) 
Daredevil: (3 pt Merit) 
Fast Learner: (3 pt Merit) 


Inept: (5 pt Flaw) 

Mechanical Aptitude: (1 pt Merit) 
Natural Linguist: (2 pt Merit) 
Pitiable: (1 pt Merit) 
Uneducated: (5 pt Flaw) 
Unskilled: (5 pt Flaw) 


Supernatural nf 
Charmed Existence: (5 pt Merit) , 
Cursed: (1 to 5 pt Flaw) S 
Danger Sense: (3 pt Merit) r. 4 
Dark Fate: (5 pt Flaw) 4 
Destiny: (4 pt Merit) 3 4 
Guardian Angel: (6 pt Merit) f 
Luck: (3 pt Merit) | a! 1 


Shattering Roar: (4 pt Merit) This is the ability to let out a roar so powerful that it can shatter 

stone or rip metal. The Gargoyle spends one point of Legendary Potential and rolls Dexterity \ 
} and Performance. The difficulty number is dependent upon the substance the Gargoyle 

wishes to affect. | 





Glass 3 
Wood 5 
Concrete 7 
Stone 8 
Metal 10 


This roar has no effect on living tissue. 
True Love: (1 pt Merit) 


Human Society 


Hunted: (3 pt Flaw) There is a particularly relentless Gargoyle-hunter after you. These 


j hunters could be members of the Inquisition, Technocracy, the Illuminati, or even the dreaded, 
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ageless Hunter, Macbeth himself! 


Physical 
“Grrumph.” - Bronx 


Attached Wings: (2 pt Flaw) Instead of having wings on your back, like most Gargoyles, 
yours are a thick membrane of skin that stretches between your arms.and legs, like a flying 
squirrel. Because of this, you cannot perform any other actions while gliding, but your gliding 
difficulties are at minus one: 


Beak: (3 pt Merit) You have a pronounced beak instead of a jaw and teeth. This gives you a 
Bite attack with a Damage of Strength + 3. However, no character with this Merit can have an 
Appearance above one. 


Double Jointed: (1 pt Merit) 


Fangs: (1 pt Merit) Your teeth are exceptionally sharp and strong. You have a Bite attack with 
a damage of Strength + 1. 


Hollow Bones: (3 pt Merit) Your bones are hollow and light, reducing your weight by more 
than a third, and enabling you to attempt actual flight for short periods. Unfortunately, hollow 
bones are brittle bones. Subtract 2 from Stamina for the purposes of soaking damage from 
any impact damage (falling, melee combat, etc.). In order to fly, roll Strength + Gliding (it will 
act as a substitute for Flight) with a difficulty of 6. For each.success, the character can fly for 
one minute before fatigue forces him to glide once again. If the Character also has 
Tremendous Wingspan, then he can fly for a number of hours equal to the successes rolled. 


Horns: (3 pt. Merit) You have horns protruding from your head that give you a + 2 to the 
damage of all Headbutt attacks. 

Huge Size: (4 pt Merit) 

Lame: (3 pt Flaw) 

Longevity: (2 pt Merit) 

Mute: (4 pt Flaw) 

One Arm: (3 pt Flaw) 


Prehensile Feet: (3 pt Merit) Your feet are a second pair of hands that you can use for any of 
the same things you use your actual hands for. This can be used to grab something, to carry 
something in flight, or even to wield a weapon. However, the feet are not as easily controlled 
as the hands. For any Ability use attempted with the feet, add 1 to the difficulty. These feet 
cannot be used for extra attacks. 


Prehensile Tail: (2 pt Merit) Your tail can be used as a primitive extra hand. Any Ability use 
attempted with the tail is made with a +2 modifier to the difficulty. 


Quadrupedal: (5 pt Flaw) You walk on all fours and don’t have the proper configuration of 
muscles and bones to stand upright. Not that it would do much good anyway, since you also 
have no opposable thumbs. You cannot perform any Abilities requiring hands without extreme 
preparations (voice activated computers, for example). Running speed is now 1.5 times what 
it would be for a bipedal Gargoyle. 


Short: (1 pt Flaw) 
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Tremendous Wingspan: (5 pt Merit) Your wings are twice as long proportionately than other 
Gargoyles. In addition to being ungainly in cramped quarters, this gives you a +2 bonus to the 
damage for any wing attacks, and your Gliding distance is doubled. If the character also has 
Hollow Bones, they are capable of true flight (see above). 


Wingless: (5 pt Flaw) You have no wings, and can therefore glide about as well as any other 
rock. 
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INTERLUDE: A ROCK AND A 
HARDCASE 


To the casual observer, the roof of the Higen Building was a constant, unchanging over the 
last twelve years. But the more observant would notice that the statues on the roof had been J 
replaced about a year ago. The very observant would notice that the hideous gargoyles , 
perched on the roof would change positions from night to night. Of course, it wouldn’t require 

keen observation to know something was amiss at sunset. 


As soon as the last ray of sunlight dropped beneath the horizon, the eyes of the Gargoyles 
burst into a blazing glow, and the forms began to move, exploding out of a thin stone shell, 
showering the city with flakes of rock. All six of the Gargoyles let out colossal, howling yawns. 
A strange sound, yes, but the neighbors and residents of the Higen building had begun to get 
used to it. Just another thing to live with in the city, they guessed. 


Shriek was eight feet tall, with white hair in an unruly shock on top of his head that continued y % 
down to the small of his back between his huge wings: His horns curved upward, giving him a 
demonic appearance, enhanced by his deep red skin. He stretched his arms and unfurled his 
wings to their full twelve foot span. 


“Ahhh!” he said, working the stiffness out of his bones. “Well; my brothers and sisters,” he 


said to the rest of the Clan, “are we ready to greet the parasites’ return tonight?” A deep, 4 
throaty cheer went up from the Clan. They knew the vampires would come back, this time in al 

force. While they did not seek out violence, they welcomed the thrill of a righteously fought a q 
battle. rin 
Shriek wished that it didn’t need to be this way, that it could’ve ended last night, but he saw | y 


something in their leader, the one called Turloe — something cold and bitter and empty. Turloe 
must have been a hard man when he was alive, and his death had only served to temper him. 
That was why Shriek had Howled and broken Turloe’s harness, rather than simply taking off 
his head. He wanted to send a message, and he knew that a strike team gone mysteriously 
missing would not do it. He needed the vampires’ master to know who had thwarted them. 
And then, when the prideful team leader came back to deal with the Gargoyles, all involved 
would know he had been toyed with the night before. 





Shriek turned to the Clan. “They will be here soon, to take full advantage of the dark. All of 
you, get to the positions we discussed last night. And remember, they will be ready for you 
and better armed. Do not rely on your might alone, but use guile and speed when they will not 
expect it. | have to talk to Troy.” 


The Gargoyles leapt off the roof and began gliding streetward on their wings, circling the 
building on the way to their posts. None of them envied Shriek the sad duty he had. 


Shriek went to the door on the roof and opened it. Crouching through the doorway, he went 
down the stairs to the first landing. “Troy? Are you here?” He called out cautiously. 


A young voice called up the stairs toward him, “Here | am, Shriek.” The boy must have 
already been on his way upstairs when Shriek came in. He reached the landing and the 
Gargoyle could see the boy had been crying. “My Dad never got to his place today. Gina says 
she hasn't seen him since last night. The super here says that he and the other guard on duty 
last night never finished the second half of their rounds. Something’s happened to him. Even 
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Mom’s been crying. She hasn't cried about Dad since the divorce.” Troy accepted the huge 
arm that offered him a hug. 

“Troy, I’m afraid something did happen to him.” Shriek tried not to let his own tears betray 
themselves. “Last night, some men broke into the building, and your father and his partner did 
their duty. I've seen your father at work before, Troy, he was very efficient and professional. 
But these men were more than thieves,... they were monsters. Vampires. They killed your 
father and his friend, and we were not in time to stop them. We drove them off, but they will 
be back tonight. | will exact revenge myself for your father’s murder. You must stay inside until 
we tell you it’s all right. Tonight is not a good night to be a vampire.” 
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CHAPTER FIVE: RULES 


“Ach! I’m gettin’ too old for this. An’ that’s a fact!” - Hudson 


These rules are only additions to those found in the rulebooks of the Storyteller games. 
Unless noted, assume the rules are the same as the standard. 


Movement Rates 
Walk 7(9) 


Jog 12(14)+Dex 
Run 20(22) + Dex x3 
Glide 60 + Dex x 2 


Numbers in parentheses indicate speed while quadrupedal. 


Outrage 
“Goliath, what Is that thing?” 
‘It is... an abomination.” - Elisa and Goliath 


This rule is similar to the Frenzies of Werewolves and Vampires. However, Gargoyles don’t go 
into this berserk state for the same reasons. 


Gargoyles have a very strict sense of morality. When someone or something offends a 
Gargoyle’s sense of Moral Outrage, he must roll Willpower with a Difficulty determined by the 
Outrage. One success is all that is required to resist the Outrage. 


Offense Difficulty 
Cheating 3 
Torture 5 
Any corruption of nature 6 
Murder 7 
Betrayal 8 


Manipulating an innocent (or yourself) 9 
into performing an aberrant act 


While in a state of Outrage, the Gargoyle ignores the wound penalties from damage. Also, he 
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cannot use any weapons or special brawling maneuvers. The Gargoyle must attack until the 
object of his Outrage is down, dead, gone, or out of range. 


Unlike other Frenzies, the Gargoyle’s Outrage will not cause him to attack a friend unless the 
offense was betrayal. 


Combat 
“To kill in the heat of battle is one thing, but we are not murderers.” - Goliath 


Gargoyles handle combat just like any other characters. While most prefer to use melee 
weapons, or their own bodies, they are quite capable of using firearms and other missile 
weapons. 


Brawling Maneuvers: All Gargoyles begin the game knowing the Basic Maneuvers on the 
chart following. With a few exceptions, these maneuvers are self explanatory or are detailed 
in Werewolf: The Apocalypse. 


Special Maneuvers: These Maneuvers are only available to characters with the Brawling 
Ability. For each dot in-brawling, a character can choose one of these maneuvers. 


Horn Grab: This maneuver is most useful against another Gargoyle. The character grabs one 
of his enemy’s horns (or a hunk of hair, visor of helmet, etc.) and repeatedly slams the 
hapless foe’s head into his fist. This is a sustained hold, and the damage must be rolled each 
turn that the foe cannot break the hold. 


Swooping Strike: This is an attack made while in the air. It is actually just a means of 
delivering another attack. A Gargoyle may make a Swooping attack with any of the following 
Basic Maneuvers: Body Slam, Claw, Headbutt, Kick, Punch, Tail Whip, or any basic Melee 
Weapon Attack. If the Attack is successful, then the damage is increased by one for every ten 
feet the Gargoyle had to build the attack swoop. 


Tail Sweep: For this attack, the Gargoyle ducks and whips his tail through his opponent's 
feet. If the attack is successful, the opponent may resist by rolling Dex + Athletics. If the 
attacker receives more successes, the damage is done and the opponent is knocked off his 
feet. 


Wind Buffet: By focusing his wings, the Gargoyle can blow an opponent backwards for one 
yard per success. The damage for this attack comes only >from the landing. The Opponent 
may Resist by rolling Strength. Each success against a 6 removes one of the Gargoyle’s 
Successes. The attacker then rolls one die of damage per net foot knocked back. 


Wing Slap: The Gargoyle unfurls his wings suddenly and violently at his opponent. The 
resultant force is quite surprising and most people who have never fought Gargoyles will be 
caught completely flat-footed and knocked off their feet. 


Brawling Chart 


Maneuver Roll Difficulty Damage Actions 
Bite Dex + Brawl 5 Strength *@ 1 
Body Slam Dex + Brawl 7 Special @ 1 
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Claw Dex + Brawl 6 Strength+2*@ 1 


Grapple Dex + Brawl 6 Strength @ 1 
Headbutt Dex + Brawl Opp. Strength+2 Special % 1 
Kick Dex + Brawl i Strength + 1 @ 1 
Punch Dex + Brawl 6 Strength @ 1 
Tail Lash Dex + Brawl i Strength +1 % 1 
Wing Slap Dex + Brawl 7 Strength - | 1 


Special Maneuvers 


Evasive Action Wits + Dodge 6 none @ 1 
Horn Grab Dex + Brawl 8 Strength +1 # 2 
Leaping Rake Dex + Brawl 8 Strength+2*@ 2 
Swooping Strike Dex + Gliding Combat # Attack + Special 2 
Tail Sweep Dex + Brawl 8 Strength # 1 
Wind Buffet Strength + Gliding 8 Special # 1 


* - Aggravated Damage # - See Description @ - The descriptions for these maneuvers are 
found in Werewolf: The Apocalypse, 24 Ed. % - The descriptions for these maneuvers are 
found in Werewolf Player’s Guide. 


Gliding 
“We can't fly. We can only glide on currents of air.” - Goliath 


The sight of a Gargoyle gliding through the night sky is one to stir heroic ballads and ancient 
fears alike. 


When a Gargoyle glides, he catches the shafts of warmer air (called “thermals”) that push him 
upwards for a short time. With the altitude he gains from this, he can then glide in his chosen 
direction for a distance of twice the distance to the ground, unless he finds another thermal 
before reaching the end of his glide-path. A Gargoyle loses one meter of altitude for every two 
meters forward he travels. The gliding character may decide to attempt to find another 
thermal when he is nearing the end of his path, or when he is about to drop lower than he 
wishes. If the attempt is successful, then the cycle begins again. 
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Following are the difficulties for finding a thermal, using Perception + Gliding. 


Location Difficulty 


Large City (many 4 
tall buildings) 


Small City 6 


Oceanside/out to 5 


sea 

Mountains 5 
Volcanic area 3 
Countryside i 


Note: if the altitude is below 40 feet, there is a + 4 to the difficulty. 


As thermals continue upwards to the top of the sky, there is.no theoretical limit (within the 
Earth’s atmosphere) to how high a Gargoyle can drift upwards. In order to ride upwards, the 
character must roll Dexterity + Gliding with a target number equal to their desired change in 
altitude (in meters) divided by ten. Failure indicates they fell out of the thermal, and are on the 


way down again. 
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APPENDIX: GARGOYLES IN 
THE WORLD OF DARKNESS 


“Ciao.” - Demona 


OUTLOOKS 


Gargoyles in this gritty, horror-filled world have many enemies, and precious few friends. But 
this will never dissuade them from their purpose: to Protect. Gargoyles protect. They can’t tell 
you why, they just do. Many other denizens of the World of Darkness may feel that attitude to 
be naive or even dangerous, and will oppose them. 


Gargoyles will be the first to tell you that an entire people (or species) cannot be evil. They 
have their own monstrous appearance to remind them of that every night. Because of this 
belief, they are not quick to judge, and prefer to make their own decisions as to whom their 
enemies shall be. 


Following are general opinions held by most Gargoyles regarding the other Inhabitants of the 
World Of Darkness. 


Vampires 
“The Parasites are a stain on the Earth, but it is not our place to cleanse them.” 


The Kindred have always found Gargoyles to be a thorn in their side; protecting humans, 
taking the best sanctuaries, etc. What makes it worse is that Gargoyle blood is dangerous to 
them. While a Gargoyle’s blood can be drained like any other creature, and a Vampire can 
even gain nourishment from it, it is often not worth the trouble it causes. Each point of 
Gargoyle Vitae can be spent just like any other blood, but if any of it is still in the Vampire’s 
system at dawn, it turns to stone in his body, doing two levels of aggravated damage for each 
dot. 


Gargoyles dislike Vampires a great deal, and will often attack them on sight, though some will 
attempt to reason first. 


Rarely, a vampire may become friends with a Gargoyle. This usually happens if the vampire 
restricts his prey to the criminal element or other threats to innocents. 


Werewolves 


“We share much with the Shifters, and we would be great friends. If they would let us. But we 
will not allow them to slaughter innocents, no matter their reasons!” 


As mentioned earlier, Garou and Gargoyles once shared a bond of alliance. While this bond 
is no longer there, some Glass Walker and Bone Gnawer Septs are beginning to see a 
benefit to remaining on good terms with their city’s clan. When holding moots in unfamiliar 
territory it can be very handy to have some extra security. 


Unfortunately, these alliances tend to be short-lived. Many Glass Walkers see it as a lack of 
scope on the part of the Gargoyles. Their goals are the same at the root: protect. However, 
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the Gargoyles are interested in protecting the innocent in the here and now, not the planet in 
the future. 


Mages 


“Their manipulations and mind-games are making us tired, and the day shall come when we 
will not turn away from the fight they offer us.” 


The history of contact between Gargoyles and Mages has been marred by mistrust, 
treachery, and misunderstanding. The Gargoyles know there are some good Mages, 
however, as many of the Clans would be extinct now if it were not for them. 


The Technocracy has no such sentiment. They perceive the Gargoyles as a threat to their 
ideal paradigm: they have no apparent fear of discovery, and blithely glide through the night 
sky in full view of the Sleeper population, occasionally mixing with them. 


The Progenitors would love to get ahold of a Gargoyle or two to use as lab specimens, 
possibly to breed as guards for their facilities. 


Those Gargoyles still hidden in umbral pockets are faced with the threat of the Void 
Engineers. The Engineers don’t concern themselves with the clans as long as they stay put, 
but once they attempt to return home, they attack and attempt to drive them back. 


On the other hand, some Mages see Gargoyles as a vital hold out of the Mythic Age. Their 
Legendary Potential shows that they are a solid fixture in the central beliefs of all humanity. If 
this wasn’t so, the Gargoyles would shrivel and die. 


Among Tradition Mages, the Verbena and the Order of Hermes keep an eye on them, ready 
to lend aid, but staying out of their way — they have no wish to reawaken old grudges. 


The Celestial Chorus still count many Clans among their friends, and have even granted them 
refuge, remembering the days when they defended the church together. 


Wraiths 


“These tortured souls deserve our sympathy, and shall receive it; no matter their crimes in 
life, they have suffered enough.” 


Gargoyles naturally have little contact with the dead, but sometimes they run across a 
particularly strong-willed individual. When they encounter them, Gargoyles will usually opt to 
help a Wraith, since they cannot stomach loneliness and they imagine that is what the 
Wraiths must feel. 


On the Wraiths’ side, they appreciate the intense emotions felt by Gargoyles. Perhaps, 
because they spend half their lives as cold, unfeeling stone, they must cram all of their 
emotions into the time they spend as flesh. 


Gargoyles are also prime targets for Skin Riders; they’re long-lived, tough, able to take on 
many foes, and can do things other bodies cannot. 


Many Gargoyles, knowingly or not, serve as guardians for Wraiths’ fetters. 
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Changelings 


“We owe more than we can ever repay to the Children of Oberon. We only pray that they will 
forgive us someday.” 


Many Clans alive today owe their survival to the Fey, and to the sanctuary granted to them in 
the lands under the hill. Unfortunately, this is also a point of resentment among many of the 
fair folk, because while the Gargoyles were safe and hidden away for a thousand years, the 
Changelings were in exile, and are still unable to return. The Gargoyles are confused by the 
Fey, being grateful at one encounter, enraged at the next by the inexplicable behavior of the 
“Children of Oberon.” 


FOES 


The twentieth century is a very dangerous time for Gargoyles. Indeed, it is a dangerous time 
for many “unnatural” beings. Surveillance technology coupled with high population density 
make it increasingly harder to remain hidden. Unlike the Masquerade of the Vampires, the 
Veil of the Werewolves, the Glamour of the Faeries, or even the Arcane of the Mages, 
Gargoyles have neither mechanism nor tradition to keep themselves out of the public eye. To 
remain hidden runs counter to everything they have been in the past. How can they protect 
humankind if they must hide from it? 


Despite the dislike for subterfuge most Gargoyles share, they all realize that going public 
today would be disastrous. Any one of their particular foes would leap upon the chance to 
capture, exploit, or destroy them. 


And that doesn’t even count forces like the Inquisition or the Technocracy, who would hunt 
them down as a matter of course. 


Xanatos Industries 
‘I'll lose my robots, but, then, | can afford it.” - David Xanatos 


This gargantuan corporation is rivaled only by Pentex, Incorporated in the sheer scope of its 
involvement. The two corporate giants rarely do business with each other, because even 
David Xanatos doesn’t want to be immortal on a world that has become unlivable. Companies 
owned by Xanatos manufacture everything from pharmacuticals to experimental particle 
beam weaponry. 


The level of technology flaunted by Xanatos has led some people who know of such things to 
believe that there must be a substantial number of Technocrats or even Sons of Ether 
working within the company. 


The owner and C.E.O. Of the company, David Xanatos, is no stranger to the strange. A lower 
echelon member of the Illuminati, he nevertheless pursues his own peculiar agenda. 
Obsessed with immortality, he has undertaken several schemes to insure his own continued 
existence, as well as more recently, that of his wife, Fox. 


To say that he is rich would be a criminal understatement; he has more money than any three 
royal families. 


Xanatos resides in the restored Castle Wyvern, which was transplanted from its native 
Scotland, and rebuilt, stone by stone, on the roof of his Manhattan skyscraper. While seen by 
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some as an unforgivably ostentatious display, the installation of the castle was simply one 
step in a terrifically Byzantine plot. The plot was a mixed success, which ended with him 
serving a six month sentence on Ryker’s Island. 


This is one thing to remember about Xanatos; while on the surface a particular endeavor may 
have failed, in fact it probably set the stage for future projects. While capturing his knight may 
seem like a major victory for his foes, it was precisely what he was leading them to, with his 
mind at least eight moves ahead. ' 


He can be made to see reason, but only as it profits him. 


Some enterprising and violent Gargoyles may take it upon themselves to kill Xanatos once 
and for all. This is not a problem. In fact, they may even succeed. At least, they will appear 


to... J 
Gen-U-Tech y 

“My original plan was to clone a Gargoyle, but there were no tissue samples available.... Or, 4 

has that changed?” - Anton Servarius ' % 


This is a bioengineering firm owned by Xanatos Enterprises. Concerned mostly with the 
design and manufacture of various microbes for industrial use, their more public products are 
often producing monies to fund some more esoteric research. Gen-U-Tech’s head, Dr. Anton 


Servarius, is involved in the design of the ultimate soldier for Xanatos. Servarius has been 
trying to get the attention of the Progenitors for some time now, hoping they'll let him in. He 4 
hasn't yet realized, however, that by allowing his creations to escape and make headlines he ‘ A 
has very likely shot his chances of getting noticed in a good way. But they have noticed. . | 

| 


While he originally planned to clone the Gargoyle Goliath, this turned out to be a disaster. 
Another project has produced the Mutates; a group of once-human test subjects who have 4 
had the DNA of bats, electric eels, and various mammalian predators combined with their 
own. Originally intended as replacements for the clone army, they have since rebelled and 
are in hiding in an abandoned subway tunnel. 





Servarius and Gen-U-Tech are still going strong, despite numerous police investigations and 
Servarius’ apparent death. 


The Pack 


“Here they are! Four heroes always ready to face the threat of the Evil Ninja!” -Announcer at 
Madison Square Gardens 


The Pack were originally mercenaries gathered from all over the world, and hired on as 
performers for the popular children’s show, “The Pack.” They worked out of Pack Media 
Studios, an outfit owned by — you guessed it — Xanatos Enterprises. Of all the Pack, only Fox, 
their leader, knew who their employer was, or even what their purpose was. 


In addition to the show, the Pack also acted as “special operatives” for their unknown 
employer. 


A series of botched missions landed all but one of the Pack in jail and things began to 
change. Joining the original members Fox, Wolf, Jackal, Hyena, and Dingo, was an android 
built by the Technomages at X.E. The android looked like David Xanatos, and answered to 
the name, “Coyote.” 
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Since this event, the Pack has been completely redesigned. Fox has left, preferring the 
“legitimate” lifestyle of Mrs. David Xanatos to that of an outlaw mercenary. Dingo has also left, 
answering the call of his conscience and becoming something of a vigilante in his native 
Australia. The brother and sister team of Jackal and Hyena both underwent extensive 
cybernetic augmentation, and were no longer recognizable as human. Jackal took this a step 
farther and bonded himself with the Celestine Anubis. His fate is still uncertain. Wolf 
underwent a transformation as well, courtesy of Gen-U-Tech. He now resembles a Werewolf 
in Crinos form, with the exception that he cannot change back. Coyote has been through at 
least three upgrades, each one being stronger and less humanoid than the last. 


All of the Pack are extremely dangerous, and most have a particular dislike for Manhattan’s 
Gargoyles, and by proxy, all Gargoyles. 


The Illuminati 


“Matt, how can you be certain this all powertul Illuminati Society even exists?” - Agent Hacker 
The Illuminati styles itself as an all-knowing, all-seeing conspiracy with ancient origins and 
ineffable goals. The fact of the matter is, they are dupes: The Technocracy formed them for 
their own ends, and allowed them to think they were autonomous. Technocrats at the highest 
levels chuckle at this irony; that the master manipulators are dancing on the ends of strings 
even they don’t see. The Illuminati counts among it's members government agents, police, 
industrialists, hedge mages, psychics, and even a few real Mages (although they don’t know 
this). 


The Illuminati can be counted on to be embroiled in some hideous plot or other at any time. 
However, most often, these plots will serve the secondary goals of the Technocracy. 


Demona 
“Humans are the enemy! Goliath is blind not to see that!” - Demona 


Demona was once a trusted member of the Castle Wyvern Clan. In fact, she was second in 
command and mate to their leader, Goliath. Believing humanity to be untrustworthy and 
dangerous, she betrayed the lords of her castle with the aid of another human. Thinking to rid 
herself forever of human masters, allowing the clan to live in peace everafter, she told no one 
of her plans. Circumstances and guilt conspired to make her absent when the fateful attack 
came. The “Massacre at Castle Wyvern” was horrible. Hundreds of Gargoyles were shattered 
while they slept by the hammers and maces of the invading Vikings. Seeing the carnage, the 
female Gargoyle flew into a rage, blaming the humans for the death of her clan. 


More than thirty years later, she had gathered together a ragtag band of surviving Gargoyles 
and was leading them as a bandit chieftain. It was during this time that she met Macbeth and 
entered into a mutual defense pact with him, allied against Macbeth’s cousin, King Duncan. 
As part of the bargain the Weird Sisters, an enigmatic trio of umbrood, exchanged Macbeth’s 
youth and vitality for some of her unnatural strength. As a part of the spell, both were 
rendered immortal until “one destroys the other.” 


Demona later betrayed Macbeth as well, all the while shifting the blame, once again, to the 
“untrustworthy humans.” Once again finding herself clanless, she has since devoted her life to 
eventually wiping out mankind. She knows, however, that direct attacks will simply cause her 
to be hunted down. Therefore, she bides her time, and plots revenge on an epic scale. 
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During one of these plots, she ran afoul of Puck, the Faerie trickster. As a “gift,” Puck granted 
Demona the ability to remain awake during the day... as a human woman. 


The threat she poses to Gargoyles outside of Manhattan is a subtle one. She will attempt to 
manipulate them into joining her in her pogrom against humanity. If her new recruits are 
unwilling to be swayed, they instantly become “part of the problem,” and targets. 


Macbeth 
“You know Demona?” 
“Know her? | named her!” - Goliath and Macbeth 


Macbeth’s is a sad tale. Torn from his loved ones by Demona’s betrayal, he vowed her 
destruction. Taking up the mantle of “The Hunter,” he has pursued her through the centuries, 
leaping upon any reported Gargoyle sighting, hoping to get a lead on her. He does not 
actually hate Gargoyles, but often finds that they get in his way. He would rather be allies, but 
his pride will not allow him to approach them in peace. To add to his woes, Demona is now 
legally his wife. Macbeth’s only hope for peace is to kill Demona, thus ending himself as well. 


Thailog 


“You mean that creature’s still out there, he’s got all the money, he’s as powerful as Goliath, 
and he’s smarter than you?” 


“Owen, | think I’ve created a monster.” - Owen Burnet and Xanatos 


Thailog was the result of Dr. Servarius’ cloning experiment. Grown from Goliath’s DNA, 
speed-grown in Gen-U-Tech’s labs, and educated by a sleep-teach program designed by 
Xanatos, he has developed a twisted hatred for all three of his “fathers.” Using Xanatos’ 
resources, he embezzled 20 million dollars and set himself up as a reclusive Parisian 
businessman. Thailog wishes only to live well, be left alone, and get richer. He will gladly kill 
anyone, man or Gargoyle who tries to stop him. 
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APPENDIX: GARGOYLES 
CHARACTER SHEET 


a 
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Name: 


Player: 


Chronicle: 


Strength 


Dexterity 


Stamina 


Alertness 


Athletics 


Brawl 


Dodge 


Empathy 


Gliding 


Intimidation 


Leadership 


ov 


Physical 


ee@000000 


e@0000 


ee@000000 


Talents 


QOQV0090 


QOQVQV0O9 


deviantart.com 


Gargoyles: the Vigil 


Nature: 
Demeanor: 
Concept: 
Attributes 
Social 
Charisma @000090 
@00 


Manipulation 


Appearance @O 


Abilities 
Skills 

Animal Ken QQVQVN0O 
Combat QQVQVNO 
Gliding 

Drive QOQVQVOO 
Etiquette QQVN0ON 
Firearms QOQV0V0O0 
Melee QQVVVOO 
Performance OOQOOO 
Repair QQVONONO 


Clan: 
Castle: 
Rookery: 
Mental 

Perception @0000 
Intelligence @0000 
Wits @90000 

Knowledge 
Architecture QOQOQN0O 
Computer QQV0N0O0 
Geology QQVQN0O 
Human Society OOOOO 
Investigation OOQOOO 
Linguistics QQOVQVNO 
Medicine QQQVNOO 
Night Lore QQVVNON 











Sculpting QQVQVO 


Subterfuge QQVVQVO 


Endowments / Numina 
Q00090 
< QQVVQVQO 
Q0000 
Q0000 
QOQ0Q0O9O 
Combat 


Weapon/Mane Damage 


uver 





wheter 


need,deviantart.com 
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Stealth QQ00O0 
Survival QQVVN0O 
Advantages 

Backgrounds 
QOQ000 
QQV00O 
QQ00O0 
Q0000 
Q0000 

Willpower 
@e@0@0000000 
g00000009005 
Legendary Potential 
@e@0@0000000 
g00000009005 


Attributes: 7/5/3 Abilities: 
13/9/5 Endowments: 5 
Backgrounds: 5 Freebie Points: 
15 (7/5/2/1) 


QOQVV0O 


Rituals 


Technology QQOQVN0O 


Merits / Flaws 


Health 


Bruised 0 


Hurt (-1) 0 
Injured (-1) 0 
Wounded (-2) 0 
Mauled (-2) 0 
Crippled (-5) 0 


Incapacitated 0 





